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WARNING: READ BEFORE USING YOUR PLAYSTATION@2 
COMPUTER ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation 2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. if you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 


type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherials not licensed for this game may damage 
your console and/or invalidate your warranty. Only official or licensed 
peripherals should be used in the controller ports or MEMORY CARD slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

¢ This disc is intended for use only with PlayStation 2 consoles 
with the NTSC U/C designation. 

© Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 

© Be sure to take an occasional rest break during extended play. 

© Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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. Set up your PlayStation®2 computer entertainment system according to the instructions in its 
Instruction Manual. Make sure the MAIN POWER switch (located on the back of the console) is 
turned on. Press the RESET button. When the power indicator lights up, press the open button 
and the disc tray will open. 


Place the Haven: Call of the King dise on the dise tray with the label side facing up. Press the open 

button again and the disc tray will close. Attach game controllers and other peripherals, as appro- 
agi periy i 

priate. Follow on-screen instructions and refer to iis manual for information on using the software. 


MEMORY CARD slot 2 
MEMORY CARD slot 1——— | disc tray 
i + = RESET button 


(OPEN) button 


USB connector 
$400 i.LINK connector 
controller port 1 
controller port 2 


MENU/SUB-MENU NAVIGATION 
- Throughout this manual t. a i and ® will signify pressing Up, Down, Left and Right on 
the directional button. To navigate through the game menus (ie. Options), use the directional but- 
ton (#,$.e.0™ depending on the menu) to highlight a selection. To activate a selec- 
tion or access the next menu, press the € button. To go back to the previous menu and/or can- 
cel the previous selection, press the ® button. 
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DUALSHOCK@2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button R2 button 


1 a Se a R1 button 


oa 
directional —- 


F 5 nthe >'@ © 
buttons c=¥ x 
: AV NV) 
'— A button 
left analog stick © button 


(L3 button when pushed down) 
SELECT button button 
ANALOG mode button O button 
START button ———————————" 

right analog stick 
(R3 button when pushed down) 


IN GAME PAUSE / QUEST MENU 


During your quest, you may find it necessary to pause the game. To pause a game in progress, 
press the START button at any time. Pressing the START button will also access Haven’s 
quest screen where you will find your primary objectives per level. Also you will be able to 
view your inventory of items: silver keys, feathers, catana, cogs, hero stones, and runestones. 


Pressing the © button will allow you to bring up the options menu. Please refer to 
GOALS/OPTION MENU on page 12 for detailed information. 


One thousand years ago, the good King Athellion departed his 
home world to fight in a glorious intergalactic crusade. Athellion left 
behind a giant bell called the Golden Voice atop the Mount of Sighs, 
to be rung to call his return should he ever be needed. While away, an 
evil being named Lord Vetch arrived and enslaved Athellion’s people, 
commanding them to work tirelessly in the mines and fields gathering 
ore for his orbiting station. 


‘To ensure their continued work, Vetch infected every slave with a 
deadly virus, which require a constant dose of antidote. By controlling 
the supply of antidote (Catana), Vetch could make sure that no insub- 
ordination was possible. Vetch had only one concern: the Golden 
Voice. He made sure the slave population had no knowledge of the 
Voice, or of the King’s promise. Just to be safe, he placed massive secu- 
rity around the mountain itself so that no one could ever get close 
enough to ring the bell. 


Recently, a young man named Haven, who knew no life other than 
slavery, began to be haunted by dreams of heroism ... dreams of a bell 
. dreams of a King. When his careless admission of these visions 
reached the ears of one of Vetch’s spies, Lord Vetch immediately com- 
manded that Haven be destroyed. Haven barely escaped death, and 
found himself banished in unfamiliar territory, with only his wits and 
a limited supply of Catana. Will Haven discover the meaning of his 
dreams and i the Golden Voice? Or will Vetch find him first? 


Weapon Power 
Antidote 
Meter 


HAVEN'S GAUNTLET 


HEALTH 
Displays a meter of how much health Haven has. In order to increase his health, he must 
collect hearts during his quest. 


WEAPON POWER 

When acquiring special energy sources, Haven’s Mag-Ball can be temporarily modified into 
several powe srful weapons. Each weapon can only be used for a short time before the ener- 
gy source is depleted. The weapon power meter will only appear when Haven ac quires the 
special weapon. See the Valuable Items (pp. 13 - 16) section for a complete description of 
the types of weapons. 

ANTIDOTE METER 

Display represents the amount of antidote (Catana) you are curre ently carrying. As Haven 
goes through his journey, he must constantly consume and replenish his supply of Catana, 
or the deadly virus will begin to affect his he alth. (See Valuable Items on pp- 13 - 16). Don’t 
let Haven run out of antidote ! 
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SHIELD ENERGY 

This meter serves two important purposes. When Haven is on foot, he can use’ his shield 
energy to deflect enemy fire, perform a variety of shield-enhanced attacks, and power up dif- 
ferent kinds of machinery and energy pads. When Haven pilots vehicles and ships, the shield 
energy meter acts as a health gauge for that vehicle. When the meter is depleted, the vehi- 
cle is destroyed. 


ORB 
Haven’s wrist Orb is a multifunctional guide to Haven’s environment. When Haven pilots a 
vehicle it will serve as a radar. It will provide hints when Haven strikes a hint pot, and it will 
instruct him on how to operate machinery. Haven cannot afford to ignore the advice he'll 
get from his wrist Orb. 
RADAR KEY 

White Dot = Haven 

Red Dot = Enemy craft/weapon 
Blue Dot = Item to collect 
Yellow Dot = Key location 


Red Dot = Enemy craft/weapon 
Yellow Dot = Key location 


MemoryY CARD 

We highly recommend using a memory card for saving accumulated data. At regular 
fe intervals during play, your progress will automatically be saved to your Memory Card 

(8MB) (for PlayStation®2) in the save file you’ve selected. Autosave will require you 

to insert your memory card into MEMORY CARD slot | of your PlayStation®2 game 

console. 


When you see the autosave icon, your game is saved. Do not remove the memory card, 
reset or turn off the console while it’s on the screen! 


17 1S ADVISED THAT YOU DO NOT INSERT OR REMOVE PERIPHERALS OR MEMORY CAROS 
ONCE THE POWER 1S TURNED ON. MAKE SURE THERE 15 ENOUGH FREE SPACE ON 


YOUR MEMORY CARO BEFORE COMMENCING PLAY. 


Here are the control configurations for Haven: Call of the King. The controls are preset 
to guide Haven during his voyage through the different worlds. There are other control 
configurations needed for specific missions, which you will find in the following pages. 


Center View 


| 
Crouch / Slide [7 | 


DEFAULT 


Quest Menu 


| Shield 


Use Mag-Ball 


Move 


Character L } Nx 
First Person Camera 


J ump 


press down 1.3 or R3) Camera 


SPECIAL MOVES UNDERWATER CONTROLS 
a= High Jump (<i Tread/Ascend/Jump Out 
8 , & = Double Jump Left Analog = Swim/Dive 
+ Direction = Slide Left Analog + €9 = Surface Crawl Stroke 
Left Analog + @ = Lunge w/ Mag-Ball Attack 


USING THESE SPECIAL SPECIAL ENERGY ATTACKS 

ATTACKS WILL DEPLETE +6 (in midair) = Shield Smash 
HAVEN'S SHIELD ® , © (hold) = Power Spin 

ENERGY — KEEP AN + Left Analog + © = Shield Slide 


Sea. Urs (Also will make a crouching shield barrier) 
ENERGY METER!! 


JET PACK 
Spray Water 


Ascend 


Jet Pack Fuel Move Character 


Camera 


GLIDER Look Left Look Right 
| Air Brake | 


t =Dive 

$ =Climb 

@ = Turn Left wy B1I-PLANE 
=> = Turn Right 


Roll Left Roll Right 


Shoot 


Speed 


= Look Left 
= = Look Right 


** Holding down the ©& button 
will increase your speed ** 


SPEEDROAT 


= Turn Left 
= Turn Right 
= Press and Hold & 


ise & to decelerate * to accelerate 


WHEN HAVEN RACES THE SPEEDROAT OR THE QUAD RACER, 
BE AWARE OF THESE RACING ICONS! 


Accelerate 


Steering 


Ascend/Release to Descend 
F = Forward ** You can land by pressing ® when 
$ = Backward you are near a Landing Platform ** 
= Turn Left 
Turn Right 


Bees TURRET 
Ol jective : 


® = Shoot 


Left Analog = Control Turret / Aim 
Incoming 
Attack © = Dismount ‘Turret 


(when applicable) 


THE SUN SURFER 


FLY CAREFULLY ~— COLLIDING WITH 
AN OBJECT WILL COST YOU HALF OF 


YOUR HEALTH! 


Roll Left Roll Right 


t = Dive 


.- aE = Climb a 
@ = Turn Left 
= = Turn Right 
Accelerate 


* Holding down the & button 
will increase your speed * 


The spaceship can acquire weapon powerups. For a complete description on the different 
{ Romy I I I 
powerups, please refer to page 22. 


SELECT ® CAT 


MAIN MENU SCREEN 

New Game 

Selecting New Game will allow you to start a new Haven journey. 
LoAD GAME 

This will allow you to load a saved game from your Memory Card. 
GAmMe OPTIONS 


Allows you to choose Vibration on/off and to center the screen. 


SOUND OFTIONS 
Gives you the ability to control the volume for speech, music, sound effects, and ability 


for surround sound on/off. 


EXTRAS 


Access to concept art and “Making of Haven” feature. 


Blue Feather 


po Red Feather 


= Catana 
( 


0g 


ROCK FALL 


————— Runestones 


OPTIONS MENU 


Game OPTIONS 

Allows you to choose vibration on/off, and to 
center the screen. 

SOUND OFTIONS 

Gives you the ability to control the volume for 


speech, music, sound effects, and ability for sur- 
round sound on/off. 


LovaD / SAVE 
Where you'll be able to save, load, or delete 
a current saved file off of your Memory Card. 


® SELECT ® EAT 


REPLAY A LEVEL 
You'll be able to replay a level that you've 
already accomplished. 


Quit Game 
Allows you to quit the current level that you’re playing. 


£X1T 
You'll be able to exit out of the Options Menu and return to your current game. 


COLLECTABLE 1TEMS 


HEART ICONS: Collecting the heart icons will add one life point to 
Haven’s health meter on the HUD. 


CATANF: Vetch has poisoned Haven and all his people with a life draining 

virus. Doses of natural antidote — Catana — can be found all over the solar system. 
Haven must continually replenish his supply, or he'll become too sick to continue. 
Every ten units of Catana acquired is registered as a new green point on the HUD. 


SHIELD ENERGY: Energy is needed for Haven to perform special 
attacks and for his defensive shield. Haven’s energy meter will deplete each time the 
user performs a special attack or powers up machinery. Collecting energy particles 
will add energy back to his energy meter on the HUD. 


FEATHERS: Haven will sometimes need assistance from 
his mechanical bird, Talon. No matter how far Haven may have got- 
ten separated from his companion, he can call Talon by collecting 
feathers and bringing them to special obelisks located throughout 
the worlds. Feathers are not easy to find, but the rewards offered by 
Talon’s assistance can be great. 


YOu CAN 
LEARN 
moREe 
ABOUT 

TALON AND 
Os8éELISKS 
ON PAGE 
19. 


COGS: In addition to being an amateur inventor, Hayen is also 
an expert mechanic. If he can locate an adequate number of cogs 
(1-5, depending on the task), he can restore many broken Bove. 
machines and devices to working order. Cogs are available in almost 
all environments, so always keep an eye out for them. 


HERO STONES: On the Island of Heroes, Haven can prove his worth by 
collecting 4. of these legendary stones. The game will autosave after a Hero Stone is 
collected, so a stone that is found cannot be lost. 


=O SILVER KEYS: Some levels contain floating silver keys. If Haven collects 


enough of these keys, he may be able to-open some very stubborn pots. 


SHIELD DRAGONS: If you look closely at fire pots, you'll sometimes 

find one with a blue flame. These pots contain Shield Dragons. Shield Dragons are 
friendly sprites who are attracted to the glow of Haven’s energy shield. They can be 
very useful. Hold your shield out as you run, and the Shield Dragon will follow you 
anywhere. They can break otherwise unbreakable flaming pots, Sid provide light in 
dark areas. 


'! CAUTION!! A SHieLD DRAGON WHO GETS TOD CLOSE TO A NEW FIRE POT 


WILL FORGET ABOUT YOU AND MAKE THE FIRE POT HIS NEW HOME. RREAK 
THE FIRE POT TO FREE THE SHIELD DORAGON AGAIN, OR KEEP HIM 
THERE FOR-LATER USE. © 


'¢ RUNESTONES: These ancient stones are of unknown origin; their exis- 

C) tence predates even the reign of Athellion. Finding these rare ancient stones will 
allow Haven to unlock great treasures. And when Haven unlocks*these treasures, 
they will guide him to ancient bunkers on the forgotten continents. The contents of 
these lost bunkers are‘completely unknown. So, tread carefully. 


(Pots are located all over Haven’s worlds, and contain an equal mix of help and 
danger. Learn to recognize the different kinds of pots on sight and your quest will 
be an easier one.) 


THE Goopo 
STANDARD FOTS: These basic yellow pots are in plentiful supply and 


3 can be destroyed with a single shot. They contain either hearts or Catana. 


are indestructible. If you strike one, a weapon will be released. 


aa WEAPON POTS: These pots look like Standard Pots, but have no lid and 


» 


ENERGY POTS: These purple pots provide an endless supply of shield ener- 
gy. To energize, jump inside the pot. 


TO PERFORM A SHIELD-ENHANCED SUPER JUMP, PRESS © woe 
INSIDE AN ENERGY Pot. CAUTION!! THIS WiLL DEPLETE ALL OF 


HAVEN'S SHIELD ENERGY! 


HINT POTS: When Haven strikes the green Hint Pots, his wrist orb will pro- 


vide crucial data on how to proceed through the level. 


SHIELD DRAGON FOTS:A Shield Dragon Pot looks very similar to a 
standard firepot, but actually contains a very helpful Shite Id Dragon. Look closely and 
you'll see a blue glow in the flame on top of this pot. 


SMOKE POTS: Hit the Smoke Pots to release a cloud of thick fog. When 
many enemies are present, the smoke cloud can permit Haven to move around unde- 
tected. 


RUNEFPOT S: Runepots don’t appear often, but contain Runestones, the rarest 
items in the game. They are locked shut and quite indestructible. The only way to open 
one is to find all the silver keys on the Runepot’s level. 


THE BAD 
SPIKEY POTS: These are like Standard Pots, but with spikey defenses. Find 


it’s weak point, and attack! 


BUNKING POTS: Strike a Blinking Pot and destroy it. When you do, sev- 
eral wireframe pots in the immediate vicinity vill gain form. The newly formed pots 
might be helpful or dangerous, so keep a safe dinar eC. 


SHIELDED POTS: These pots contain some kind of goodie, but are pro- 
tected by an energy shield. Haven will have to deplete his energy with a shield smash 
to break the pot. 
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FIRE POTS: The fire pot is a solid red pot that lies and waits for a curious 
intruder. When it is struck, it explodes. 


FLAMING POTS: Another type of shielded pot that usually contains some 
kind of prize. These pots are protected by a wall of fire and can only be broken with 
the help of a Shield Dragon. 


THE UGLY 
| BOMB POTS: When Haven enters the proximity range of these booby traps, 


the fuse is lit and they explode in a matter of seconds. 


GREEN ACID POTS: Pots that are filled with dangerous acid. If Haven 


even comes close, they become unstable and explode. 


POTROTS: An innocent looking pot which is in reality a dangerous predator. 


It’s tough to spot these in advance, since they are practiced mimics. Be on your guard. 


POTRBOT READY 
TO ATTACK 


POTSOT IN DISGUISE 


The worlds of Haven’s universe are littered with old machinery and strange artifacts; 
some are derelict and can be rebuilt, others simply need to be recharged. Here are a 
few of the most common. 


POWER STICKS: Power Sticks are basic energy 
collectors that Haven will encounter just about 
everywhere. They can be used to store energy, to col- 
lect energy, and to power up larger machines. 

Stand close to a Power Stick and your shield 
energy will naturally flow into it. This charges up the 
power stick. 

* Strike the Power Stick with your Mag-Ball 
and you will recollect any energy that may be stored 
there. 


SOME SHIELDED DOORS ARE POWERED BY POWER STICKS. IF YOU FIND THE 
POWER STICK AND TAKE 1TS ENERGY, YOU MAY RE ARLE TO DEACTIVATE THE 
SHIELD. 


MAGRIDER: Some power sticks, if they are fully 
charged, will activate a useful device called the 
Magrider. A bolt of pure energy will flow outward 
from the machine to a distant receptor. If Haven 
steps underneath the energy, he can use his Mag- 
Ball to hitch a ride to Siies srwise unreachable desti- 
nations. 


BM ENERGY SPINNER: This is an 
“= = older mechanism that was traditionally 
used by Haven’s race to generate power 
manually. They can be found, still functional, in a 
few locations. Hit the spinner with your Mag-Ball 
and it will begin to generate shield power. 


Nf 


SPHERI SHIELD: Another device that can be 
activated by a fully charged power stick. When Haven 
steps on the Spheri Shield pad, his entire body is 
surrounded by his shield, providing complete invin- 
cibility. This shield depletes quickly, but Haven can 
extend its lifespan by picking up additional units of 
shield energy as he rolls along. 


GLASS SHIELD: When Haven charges up the 
Glass Shield and steps on the pad, his body will turn 
transparent and he will temporarily gain immunity 
from enemy fire. 
Again, the effect is 
short lived; find 
more shield energy 
units as you go and 
you can preserve the Glass Shield. 


MAG-BALL GRIND: Look out for electrically 


charged ceilings with a purple glow. These are Mag- 
Ball Grinds. Similar to Magriders, Haven can jump 
up with his Mag-Ball and hitch a ride to a distant 


destination. Watch out though; sometimes the path 
of a Mag-Ball Grind can be full of obstacles or tight 
corners. Use the Left Analog Stick to steer Haven 
along a safe course. 


OB8ELISKS: Scattered through the worlds are 
several of these strange beacons known as Obelisks. 
Bring feathers to the Obelisks and you can summon 
your mechanical bird, Talon. 


TALON: Life for a slave can be boring, especially 
for someone as inventive and restless as Haven. 
Talon is Haven’s own creation: a fully independent 


mechanical bird, built out of spare parts and stolen power cells. Throughout the quest, 


Haven can summon Talon by bringing a certain number of feathers to the Obelisks. 


Sometimes, Talon can be used to fetch something too 
distant for Haven to reach, or possibly complete a 
high-altitude task that Haven can’t manage. And 
sometimes, Talon can actually give Haven a ride. 


lf HAVEN ENCOUNTERS OSSTACLES WHILE FLYING WITH TALON, YOULL BE 
DpRorreD!! Use THE LEFT ANALOG STICK TO AVOID THEM. 
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WEAPONS 


THE MAG-BRALL: Doctored out of Haven’s 
standard-issue mining laser, the Mag-Ball and 


accompanying energy shield are powerful and versa- 


tile weapons. 
When Haven is on foot, press the (7) button to sling 
out the Mag-Ball in a yo-yo shot. The charge at the 


tip is powerful enough to immediately disable most 
enemies and shatter most pots. 


THE SHIELD: Press the © button to hold out 
your energy shield. The shield can deflect almost any 
particle weapon shot, and protect Haven from all 
kinds of environmental dangers. Use L1 to crouch, 


and the shield becomes a perfect dome while crawl- 


ing around. 
Experiment with the Mag-Ball and the shield to find 


powerful combo attacks. For example, when both are pressed at once Haven performs 
a charged spin-attack, perfect for when Haven just needs a little “personal space.” 


nit 


WHEN THE SHIELD 15 HELD OUT IN THE READY POSITION, 1T DOES NOT ORAIN 
ENERGY. WHEN USED TO PROTECT OR DEFLECT, IT WILL LOSE POWER. WATCH 
YOUR ENERGY METER! 


OTHER WEAPONS 

When Haven discovers alternative energy sources, (represented by triangular icons), he 
can temporarily modify his Mag-Ball into weapons of greater power. Familiarize your- 
self with the different varieties. 


Ty LASER SHOT (YELLOW): This is a basic, fast moving projectile shot. Use 
it to disable distant enemies. 


RAPID FIRE CANNON (8LUE): Similar to the Laser Shot, but more 
highly concentrated for an uninterrupted burst of rapid fire. Hold down the fire 
button and unleash a little hurt. 


RICOCHET CANNON (GREEN): A rapid fire particle disperser that will 
bounce off of walls and eliminate anything in 
its way. Indoor use not recommended. 


FIVE-WAY SHOT (PURPLE)! Every 
time the Five-Way Shot is fired, a spread of 
projectiles will blanket your enemies in a \V- 
pattern. An effective weapon when Haven is 
surrounded. 


PLASMA SHOT (ORANGE): A loud, powerful burst of concentrated 
plasma. It’s large, its quick, and it’s difficult to avoid. 


LOOK OUT FOR A LIGHT SLU TRIANGLE. 


THE ENERGY SOURCE 15 TOO WEAK TO MAKE A DECENT WEAPON, RUT IT 


COMES IN HANDY AS A FLASHLIGHT. USE IT TO SHED A LITTLE LIGHT ON 


DARK CORNERS. 


POWERUPS FOR THE SUN SURFER 
Enemy ships may drop powerups when.-they are destroyed. A talented pilot may be able 


to collect them while in the thick of battle. 


Douesce SHOT: The double shot powerup enables the twin cannons on the nose 
of the Sun Surfer. Two shots for the price of one. 


PLASMA TORPEDOES: These superheated plasma bursts are the strongest 
weapon in the Sun Surfer’s arsenal. They do triple the damage of ordinary fire and are 
essential for disabling shield generators. 


tHULL SH1€LD: The Sun Surfer can also convert raw energy into a temporary 
shield for the hull. It offers about ten seconds of complete protection. 


WATCH OUT FOR AERIAL MINES DROPPED BY VETCH'S FLEET. THEY LOOK LIKE 


POWERUPS FROM A OISTANCE, &UT ARE DEADLY ON CONTACT. 


Hull Shield 


Powerup Vortex 


Weapon Icon 


DURING YOUR INTERSTELLAR BATTLE, 
YOUR WEAPON ICON WILL CHANGE AS YOU 


ACQUIRE MORE POWERUP VORTEXES. 


HAVEN: A slave who dreams of a better life free from 
the bonds of slavery. Lately, he’s been having a recurring 
dream of an ancient bell known as the “Golden Voice” 
that has a ring that is so powerful it wakes him from his 
slumber. During the day, when he isn’t slaving away in the 
mines, Haven is a skilled inventor, an expert mechanic, 
and generally a loudmouth. 


TALON: Haven’s greatest and only working 
creation. He’s a bit bumbling in the begin- 
ning, but is a very fast learner. While Talon 
can only communicate in beeps and squawks, 
it is quite easy to understand him. Talon at 
times feels like Haven does not appreciate 
him enough and can be a little full of himself. 
While he may be a little self-centered, Talon 
can always be relied upon in a crunch. 


CHESS: Haven’s best friend. She too longs to one day 


he free from Vetch’s grasp. She always seems to be getting 


herself into trouble. She likes Haven, but gets a little frus- 
trated with some of his stupid ideas. Over time, however, 
she usually finds that he is right. Chess is the only person 
Haven can really trust. 


THE OVERLORD: He is one of Vetch’s more senior 
henchmen. He has earned more responsibility, but in 
doing so, he has also let some of his newfound power go 
to his head. He has even come to think he is as powerful 
as Vetch himself. The Overlord is good at following orders 
and protocol, but is not very intelligent and is unable to 


function without Vetch’s leadership. 


VeTCH: An evil blight on the universe. Along with his 
army of minions, he travels from planet to planet enslav- 
ing the inhabitants while stripping the planets of all nat- 
ural resources. He’s like the virus that he uses against the 
inhabitants, fast spreading and always deadly. He must be 
careful though, because every virus has a cure. His one 
fear is that the ancient legend of the Golden Voice will 
come true and Athellion will return to Auria and defeat 
him. Vetch has done everything he can to rid himself of 
this legend so he can rule unchallenged. 


FAATHELLION: The true King of Auria. 1,000 years ago 
he departed his Golden City to fight alongside his father 
in a great galactic crusade. Now his return is the only 
chance Haven and his people have to free themselves 
from Vetch’s tyranny. 
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Beenoiate Produceeipa sup acawina uate toee os» cic omiedisivaianges «>< rerineed Ed Tucker 

Matt Kaplan & Weston Boucher 
Paul LeFevre 


Assistant Producers. . 


Technical Director 


APU Drector.sniacreniy dae Sodas cals sige Sem ae ERR ae EaW LRT Marcle «e's ='s ware Craig Rundels 
F Senior Vice President of Third Party Production ...........06 606 6.00eecees Mike Abbot 
VPof Business Development .0 5... 025.500. cece cece cece cece e eee emmels Lee Jacobson 
UK PRODUCTION 
ARAUCIAtG LROUUCORE Ce na epmisainertreeaiires ce. s+. +a shinvn My amem Aaron Orsak & Greg Hounsom 
TESTING 
2 Testing: Manager’ nj.yi. se srraseac kee dwg ene heey gee ds taeit Pa pays oe tas Rob Sablan 
‘Testing Supervigor 0s 2% ginia's/s sieieym wistclaiel ei eialcbatviels yeas ate yee se Eric Narvaez 
Lead Testers Shon Flanagan & Matt Jenkins 
CANE LAM i ein cols vir Mee rie waneatinaes vider eeiia bn cas ....+. Kham Kaignavongsa 
WT Bee eee hate ito oe etic! Se cew het eed a or a Yatsuko Mathews, John Tajuna, 
Josh Begley, Dirk Lancaster, 
‘Travis Butler, Richie Rucker, Chris Deboda, 
Chris Berg, Jason Jorgensen, Rob Belair, 
Mike Erickson, Ryan Castiglia, 
Courtland Jones, Stephen Whilden, 
Dave Langat, & Justin Wood 
BSA at acs a old MUDDY? lTa RAL 8 cht) siAtS\ els aI dbp Cua eat Ase a ian {che ata, a Ronald Salleza & Adrian Castaneda 


Pronnot. Manager itaWiay so sad os Pvc van aA viaiee ORDO inn peleNialtie Ung ews OPS De snnis Roy 


Package and Advertising Design Gonzales, Ayzenberg Group, 
rs ig Desig I 


ami Carroll & Associates 
MEY OF MATKRGS 2 ceiataccheve’s ainainre Maittntets ie ayia aid > oiate Sup oih oes ere hosve, 58 ereia Helene 
Director of Marketing 

Marketing Coordinator 
Channel Marketing 
Publie Relations 


ecler 

.. Lawrence Smith 

.» May Cam 

.. Christa Wittenberg & Echo Storch 


. - Marci Ditter, Jay Boor, and 


Manning Selvage & Lee 


CIUTIMMMAFRELDD — (aie a sre, Fh hn & ele'sic tere aloes «Se WMA ay va Hacsvie +¢ vied Dawson Vosburg, $ 
David Tokhiem, & Blast Radius 


an Gigremosa. 


Audio Director. . os Aubrey Hodges 
Dialogue Editing Aubrey Hodges, Dale Stump, 
Shane Kneip, & Tom Cruse 
Voice TALENT 
Jake Rosewall-Gallagher (Haven & Gatekeeper) Regan Kerwin (Chess), Steve Tarlow (Vetch), Terry Bertram (The Wise Man), 
Dale Stump (Chill), John Kaiser (Announcer), Jen Bahan (Computer Voice), David Norris (Guard), 
Stewart Macpherson (Trike Owner), Andrew Silber (Mr. Skimpton & Dr. Spong), 
Jason Gregory (Isle of Heroes Town Crier & Overlord), 
Brian Silva (Ferry Owner, Worried Villager, Boatman, & Gliderman), 
and Aubrey Hodges (Will, Chamber of Ruin Blind Man, Henchman #1 & #2, & Guard). 


Creative 


VP of Creative Services ..... r - Debbie Austin 


Project Manager Kathy Heppell 
Creative Designer Cary Gonzales 


Documentation . Rare Macapayag 


SWallow Studion tc uste geil: «5 bit'm oases tainisibtectttedals. &.s.r%ek 076 pons lpiwehs watts Andy Blythe & Marten Joustra 


La Paraguas Productions Ltd. ; Son Stewart Macpherson, Stewart Alves, 
i I 


Han-Ter Park, Jonathan Macintosh 


SE ALA LOL TaN ORR a wt ala he reset tc Jn Tiphetd 8g yo era de MON Se 6 Micheal MacKinnon, Giles Lamb, 
Chris Sinclair, Emma Murphy, 
Douglas MacDougall, Diane Jardine, 
Dave Souter & Steven McBride 
SPECIAL THANKS 
Debbie Austin, Serena Chan, Rigo Cortes, Max Crawford, Ann Denton, Rob Gustafson, Tim Hill, 
Horizon Media, Regan Kerwin, Mike Lustenberger, David Menkes, Sally Nichols, Erin Shems, 
Beth Smukowski, Brenda Wilson, and Christa Woss. 


ExTRA SPECIAL THANKS 


Susan Lustenberger 
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WITHOUT THE BLITZ? 


AVAILABLE NOW 


MIDWAYSPORTS NET 


Violence 
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PLAYERSS 


i C. All rights reserved. BLITZ, MIDWAY and the Midway logos are trademarks of Midway Amusement 
LLC. feam names and logos are trademarks of the teams indicated. All other (NFL-related marks) are trademarks of the 
National Football League. 0 ct Product of Players Inc. The Players Inc logo is a registered trademark of the NFL Players. www.nflplayers.com ©2002 
Players Inc. Used by Srrabelen D stibuted under license by Midway Home E Entertainment Inc. 


WE CALL IT SLUGFEST 
FOR A REASON. 


AVAILABLE NOW! 


EVERYONE 


Comic Mischief 
Violence 
CONTENT RATED BY 
ESRB 
rved Y SLUGFEST, MIDWAY and the Midway logos are trademarks of Midway Amusement 
ts are used with permission of Major League Baseball Properties, Inc. Visit the official 


ayers Association. Visit the Players Choice on the web al www.bigleaguers.com. Distributed 
PS” Family logo are registered trademarks and DUALSHOCK is a registered trademark of Sony 


MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this Midway Home Enter- 
tainment Inc. software product that the medium on which this computer program is recorded is free from 
defects in materials and workmanship for a period of ninety (90) days from the date of purchase. This 
Midway Home Entertainment Inc. software program is sold “as is,” without express or implied warranty 
damages of any kind, and Midway Home Entertainment Inc. is not liable for any losses or damages of 
any kind resulting from the use of this program. Midway Home Entertainment Inc. agrees for a period of 
ninety (90) days to either repair or replace, at its option, free of charge, any Midway Home Entertain- 
ment Inc. software product, postage paid, with proof of purchase, at its Factory Service Center. 


This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall 
be void if the defect in the Midway Home Entertainment Inc. software product has arisen through 
abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER 
WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE 
BINDING ON OR OBLIGATE MIDWAY HOME ENTERTAINMENT INC. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILI- 
TY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERI- 
OD DESCRIBED ABOVE. 


IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL, INCI- 
DENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MAL- 
FUNCTION OF THIS MIDWAY HOME ENTERTAINMENT INC. SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limi- 
tations of incidental or consequential damages so the above limitations and/or exclusions of liability may 
not apply to you. This warranty gives you specific rights, and you may also have other rights which vary 
from state to state. 


MIDWAY HOME ENTERTAINMENT INC 
675 SYCAMORE DRIVE 
MILPITAS, CA 95035 
WWW.MIDWAY.COM 


MIDWAY CUSTOMER SUPPORT 
408-473-9499 
10:00AM - 6:30PM / CENTRAL TIME 
MONDAY - FRIDAY 
AUTOMATED HELP LINE OPEN 24 HOURS A DAY 
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. Violence 
MIDWAY CONTENT RATED BY 
www.midway.com ESRB 


Defender © 2002 Midway Amusement Games, LLC. All Rights Reserved. DEFENDER, MIDWAY and the Midway logos are 
registered trademarks of Midway Amusement Games, LLC. All rights reserved. Used by permission. Distributed under license by 
Midway Home E ntertainment Inc. 
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Comic Mischief 
Mild Language y 
Mild Violence \ 


5 
Dr. Muto © 200 ‘Games West Inc. All rights reserved. MIDWAY and the Midway Logo are registered . 
trademarks of Midway Amusement Games, LLC. Used by permission. DR. MUTO is a trademark of Midway Suggestive Themes 


Games West Inc. Distributed under license by Midway Home Entertainment Inc. 


MIDWAY 


www.midway.com — midway Home Entertainment Inc. 675 Sycamore Drive, Milpitas, CA 95035 
+ Haven: Call of the King © 2002 Midway Home Entertainment Inc. All rights reserved. MIDWAY and the Midway Logo are registered trademarks of Midway 
Amusement Games, LLC. Used by permission. Haven: Call of the King is a trademark of Midway Home Entertainment Inc. Developed by Traveller's Tales, Ltd 


Licensed for play on the PlayStation 2 computer entertainment systems with the NTSC U/C designation only. “PlayStation” and the "PS" Family logo are registered 
| trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. Manufactured and printed in the 

U.S.A. THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION 2 CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN PATENTS PENDING. 

U.S. AND FOREIGN PATENTS PENDING. 


